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■ '[lie Game Pak is a precision device. 
It should be .kept from extreme 
temperatures, Nevei hit or tlrop it. 

* Di> not e a ki it apart. 

* Do not clean w e( li benzene, paint 
thinner, alcohol or other Such 
solvents. 

* Mate Sure the power L:-: off before 

inserting or removing the Game Pale 
frrm] i.l i li Nintendo Enlenaimiient 
System®. 
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! [WARNING: DO NOT USE WITH 
FRONT OR REAR PROJECTION TV!! 


Do not use a front or real 1 projection television wiLii your Nintendo 
Entertainment System® (’'NF,S") and NOS games. Your projection 
television screen may be permanently damaged if video games with 
stationary scenes or patterns ate played on your projection television. 
Similar damage may occur if you place a video game on hold or 
pause. IF you use your projection television with NES games, 
Nintendo will not be liable for any damage. This situation is nol 
caused by a defect in the NES or NES games; other fixed nr 

repetitive images may cause similar damage to a projection 
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information. 



contact vour TV manufacturer for furl iter 







ADVISORY 

Read Before Using Your NES/Super NES 


A very small portion of the population may experience epileptic 
seizures when viewing certain kinds of flashing lights or patterns that 
are commonly present in our daily environment. These persons may 
experience secures wltile watcEiing some kinds of television pictures 
or playing certain video ynmes. Players who have not had any 
previous seizures may nonetheless have an undetected epileptic 
condition.. Wo suggest that you consult your pEiy$ichtn if you have an 
epileptic condition or if yon experience any of the following 
symptoms while playing video games: altered vision, muscle 
twitching, other involuntary movements, loss of awareness of your 
surroundings, mental confusion and/or convulsions. 
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on helping your children get the most enjoyment and learning from 

this Game Pat. 


QUICK START 


fi 


INTRODUCTION TO PARENTS 


7 


KEYS TO USE/PLAY MODES 




HOW TO PLAY 


11 


I 


QUICK START 



1. Insert the Game Pak into your Nintendo Entertainment System. 

2. Turn on the power. The Count will appear outside his castle^ 
ready to play Sesame Street Countdown. 

i. Use the Black Control Pad to select a play mode, either "Hap" 
(beginner) or ’'Run" (advanced). The 11 Nop" mode is represented 
by the Count hopping back and forth across the screen. The 
"Run" mode is represented by the Count running back and forth, 
'['hen enter your selection by pressing either the ret) A or red B 
button. 


4. The Count will wait for you to pick the "Number of the Day." 
Then aWly you go! 

w Parents: This manual has been designed to make it easy to find 
useful information. Whenever you see a paragraph marked with 
(his symbol f3 " < you will find additional hints to help your child 
gain the most from this program. 


Copy writ re ti in italics has been designed for you to read aloud to 
your child as fie or she plays the game, 
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some Street Countdown is a fan and entertaining preschool 
learning gum-c designed to improve number recognition and enhance 
basic counting skills. Because die game utilizes digitized speech, 
the Count can actually talk to children as they play, rewarding 
correct tuiswers and gently correcting 'wrong ones. 


The Count accompanies children on a trip through eight different 
number worlds, cacli featuring a different playful setting and each 
more challenging than the last. 


The Number of tho Day 


Before embarking on his journey through each world, the Count will 
ask your child to select the "Number of the Day." This will be the 
number your child and lhe Count will try in collect as they move 
from the beginning of the world to the end. 


INTRODUCTION TO PARENTS (continued) 
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Easy to Uao Controls 

Strsum? Street Countdown has been designed especially for young 
children, yet is challenging and entertaining enough for more 
experienced players. Tn cither play mode, the Black Control Pad 
moves the Count back and forth. The red A and B burtons make the 
Count jump up to collect numbers or climb to new heights. And 
pressing the Select or Start buttons at any time will prompt a 
lightning effect and cause the Count to speak, 


Use the colors of the buttons to help your child become familiar 
with the controls. Say "push the big black button " to encourage 
your child (o move the Count. Say ''push one of the red buttons'" 
when your child wants to collect a number or object. 
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Hop Mode- Use the ft lack COW@{ Pad to mova the Count left Or 

right. 


[tun Mode: Use this Pad to make she Count run left or right and 
climb up or down. 

Press these small black buttons and lightning w ill strike. The Count 
might talk to you, tool 

Press one of these red buttons to make the Count jump up and 
‘'collect a number, a group of objects or a bonus object. 

Sesame Street Countdown features two different play modes: one for 
children new to NES play ( H Hop M ) and the other for players more 
familiar with NES controls ("Run' 1 ). 


"Hop" Mode 

The EJhick Control Pad makes the Count hop to the loft or righi. 
Each tunc the Cotint lands, the player chooses whether or 
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not to collect the numeral, group of objects or bonus object floating 
above. To jump up and collect, the player simply presses one of die 
red buttons. 


"Run 11 Mode 


1 he Black Control Pud makes die Count run left or right and climb 
up or down„ depending oji the terrain of the world. Climbing up and 
down fences, trees and other surfaces is nor only fun. but will allow 
the player to reach out-of-the-way numbers and objects. When the 
Black Control Pad is released, the Count will stop, 

l'o jump straight up and collect a numeral, group of objects or bonus 
object, the player must press one of the red buttons. Jumping must 
also be used to climb stairs and jump up to platforms-., 

The A and It buttons can he pressed in combination with tire Black 
Control Pad lo make the Count jump either left or eight. 


HOW TO PLAY 
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Look! Ifs your i.umy pul from Sesame Street, the Count! 


Help him con fit objects and match numbers on fun adventures 
through eight different worlds! 

j ?nt first, it's time to select the "Number of the Dayl” 

Selecting the Number of the Day 


The Cou nt is waiting for yon to moke the first move! There he i$ r 
under the Number Wheel. To make the Wheel spin, press one of the 
red buttons. To moke the Count jump up ami get a number, press a 
red button again, 


Good job! That's the "‘Number of the Day!'' 

The number will remain on display at the fop of the screen 
throughout play in that world. 
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bach ti.ni i,’ the Count reaches a new world, tire player will have the 
opportunity to select a tiew "Number of the Day." 

'• a After (lie Count announces the "Number of the Day," ask your 
child to repeat the number and to show you 'how many' that 
number is. This will help your child make correct number 
matches throughout the game. 

Collecting Numbers 

tt‘7? <7 r “j that floating up in the air? Is it a number? What number? 
Are those objects? What kitid of objects ore they? How many are 
there? Does that amount match the "Number of the Day?" Shaif we 
jump up to find out? 

As t lie Count moves fhrou gh each world. numbers and objects w il l 
appear overhead. When the Count is in. the right position for a 
successful jump, groups of objects will flash and the Count will look 

up- 


HOW TO PLAY (continued) 



In most eases, simply jumping up will enable the Count to collect 
that number, object or group of objects. Sometimes, the- Count will 
have to jump or climb up to platforms tn order to reach the number, 
object or group of objects. 

When the Count collects ei number or group of objects that match the 
"Number of the Day," he will congratulate the player. The number 

or group Of objects Will tum into » lightning, bull and fly up into the 

Lightning Box at the upper right comer of the screen, where it will 
be registered as a black mark. 


If the Count jumps up and collects a number or group Of objects that 
does not match the "Number of the Day," he will say the name of the 
incorrect number. That number or group of objects will mm into a 
puff of smoke and lly up into the Bat Bos at the upper left comer of 
die screen, where it will be registered by the disappearance of a 
black mark. 


ra - Encourage your child to say the numbers and to count and identify 

the groups of objects out loud as they appear overhead- 
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Completing Worlds of Increasing Difficulty 


J o complete each world, the player collects tbe minimum amount of 
matching numbers or groups of objects. Of course, players may have 
f«n collecting as many matching numliers as possible in each world 
(or simply exploring the world along with the Count). 


tacit work! has a minimum requited amount of matching numbers or 

poups of objects (as low as three and as many as nine), which 

increases ms the Count advances from world co world. Tins amount 

i* indicated by the number of empty squares in the Lightning Box sit 

die upper l ight comer of the screen. Each correct response wilt fill 
m one of these empty squares. 





Lacli world also lias a maximum allowed amount of incorrect 
responses (as many ass nine and as few as three), which decreases as 
the. Count moves from world to world. This amount is indicated 


L 
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by the number of black squares m the Bat Box at die upper left 
comer of the screen. Each incorrect response will empty one of 
these squares. 

The end of each world is indicated by a right arrow. When the 
Count reaches the arrow, you might say’ 

You've: reached the end of this world! Did you count enough 
matching numbers? Should we go hack for mart- numbers and more, 
fun? 

When the Count moves past ibe arrow, he mums tn hrs castle. 

Where are w 1 e now? Thu Count's castle? How many tones did we 
march the "Number of the Day?” Let’s count them together with the 
Count! 

Now the Count will count ibe successful matches one by one, up to 
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Hie minimum amount for the world just completed. Lxtra mu 
numbers will full from the sky Ei ml playfully bounce around. 


If (lie player has successfully collected the minimum amount of 

marching numbers, tire Count will say "Let's Go I" and move on to 
the next world. 


li the player has not yet collected the minimum amount of matching 
numb cits required lo complete that world, the Count will nay ,r Not 
Enough I" and automatically return to the beginning of that world. 
The player may then try to grab more matching numbers. 

Bonus Objects 


'3'here are two different types of Bonus Objects featured in every 
world of Sesame Street Countdown; 


HOW TO PLAY (continued)_ 1H 

Bonus bolts 

Look at that flashing lightning bolt, Should we jump up and get it? 

When a player grabs h Bonus Bolt, it automatically registers: as a 
successful number match in the Lightning Bos. 

Bonu^ Balloons 

Where do you think that balloon wifi lead? Lets jump up cud find 
outl 

When u player grabs a Bonus Balloon, the Count will magi.tally float 
up lo a Bonus Screen, where the player will have the opportunity to 
mate an extra match. 

The player can bypass the Bonus Screen and return to the world in 
play by moving the Count past the arrow at die right. 
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As the player moves from world tn world and gets feeder at 
recognizing numbers sml counting objects B onus Screens become 
more challenging. 

There arc three different types of Boons Screens: 

J. Number Box Bonus 

Bach of the five boxes on Lhe screen holds a different number. 
The Count can jump up into any one of the boxes to find the 
number that will match the "Number of Lite Day, 1 ' The sequence 
of the boxes is a cine w the position of the correct number. 

When the player finds lhe matching number, he or she must 
make the Count jump up into the bell to jegisLer the answer and 
score the match. 

Z Barrel & *Jar Bonns 

The Barrel holds from I to 9 objects. The Jar holds from 1 co 3 0 
objects. The players objective is to end up with the amount of 
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objects in the Jar matching the ''Number of the Day." Sometimes 
tliis will require taking objects from the Barrel and adding them 
to the Jar. On other occasions this will require raking objects out 
of the .Tar and putting them back into the Barrel- To move 
objects from one container to the other, the player must make lhe 
Count jump up into each container. 

When (he amount of objects in the Jar matches the "Number of 
tlie Day," the player must make die Count jump up into the hell 
to register the answer and score the match, 



Situation Bonus 

An addition or subtraction problem will appear on the screen. 
The player can make the Count jump up into the first or second 
number it] the equation so that the solution to the problem will 
match the "Number of the Day." 


When the solution matches the "Number of the Day," lhe player 

must make the Count jump up into the bell to register the answer 
and score Lhe match. 
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Winning the Game 

Htirmy 1 You and the Count have made it through ad the worlds and 
now you 're hack! Hope you had a nice trip! 

When the player has successfully completed all eight worlds, the 
player wins the gamcl To celebrate, the Count will return to hiy 
castle and announce lumbers as they screak through the night sky. 


Encourage your child to suv the numbers as soon as flicy appear 
on the screen. Then, when the Count announces (be number, 
your child will know if he or she was right! 


HOW TO PLAY (continued) 
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Running Out oi'Uuts 

Every incorrect match results in the loss of one bat, indicated by the 
disappearance Of a black, mark in the Bat Box at the upper left comer 
of the screen. 

Should the player run out of hats at any time during the game, the 
Count will say "Try Again T and return to the start of a new game. 
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Jhi.y equipment generates arid uses radio- frequency sner^y and ii‘nc-1 installed and used 
pioperly, that is. Insider accordance wlflli (fto ■narmj^ctu.ror's iiKliuciidns. may cause 
irucrferenoe to radio iind tdvtaiosn rapeption. H bus been type tested and found to 
comply wilh the limits lor a. Cl a.*?.? 13 computing device in accordance with rh^ 
spudHeatiuns in Subject J of Part 15 of FCC Rules, which arc designed in provider 
masonabEe protection against inch interference in a residential installation, However* 
item u no guarantee that interi'erenc* will not occur in a particular inssralliiricm. If this 
equipment docs cause intofforenot lo radio or television reception, which enn be 
determined by turning the equipment off and on, ihe user is encouraged co try to 
correct llie interference by one or more of (he following mens me:;: 


* Reorient rhe receiving antenna 

- Relocate the NES with respect to tbc receiver 

1 Move the NES away from Hk rece ive.i. 

- Flog the NES into a different millet so that computer aid receiver are on 
different circuits. 


If necessary, lire user should consul i ilje dealer or an experienced radindekvisicni 
technician for additional SFUggftScions, Tte user may find the following booklet 
prepared by the Federal Communications CominiSHon hclpfiil; How To Identify And 
Resolve UatHo-TV Interference Frobleans. This booklet is available from (Ira U.S. 
CKSvenm-wjirt Printing Office, Washington, DC 2U402, STOCK # 004-000^00345-4. 
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Hi Terli EApreiainiu™ wutaiih in ihe uri^iinl cwnsvnwr purchaser lli.it Game P&k liwludiiu; Game 

Pok JCreiSOrits nliuBI he Irnr frix-Ti itr feel* in IMftMinl and WOfffcinUUlilp fill ;i pcciml til 'JO diiys 
1 1 i:ni -: 1 : 11 c *tI pnri;|i:i 1 ir, 

To receive lliis u-irfJiLly. 

L - Dfl No r retern yow dcfoeiivc ■Oanw Pnlc lo din reedier. 

Z. Nullify die Hi Tech HvfireA-alviiiA Ctm-mucr Service. D^pnrlnranl oF Ihe- preble-m requiring, 
wnnranljr itrtlc& by ci'illing 3-212-911-3234. Our CuFlccucr Service Deparlmcnr ix an 
rijim siHnik Frum ‘>1)0 a.m. 1u 5:CO p.us. IZulerii Standard Time, Mfrfekiy ihronph TfanrHb-Y 

PE>d 2:0fl p.lfcl. CD 5:1X1 p.ni. 3 ‘aST ijci I'Yiiiiy^. 

i* 

-■I- II ilie. Hi Tech ET-sprc-stiuni service re p re ne- mad ire i* liiidIiEc ir? *si|>c ihr problem by 

lilusTK. hr will provide yoa wIUl Q RflUfiii A il 1111? r IX |.1 i ■: 111 iminlirr. dimply JCCWd diir 

nih fiber an llic uucside of die packaging of ytnn ■Irlni.i ivr PATC l-KJb'iKIllT'PJtEPAlD AND 
ENSURED FOR LOSS OR C>AMAC.i]5. <ugcdicr u. - iI h your n3u alip or similar pi iir:i-i:-1- 

pUi L°llim: ix>:i :i brinf ilnBmpHun uf y-Dlir problem ■aiilriill the 9(1-day WuiaJirtly 11 -1 i * r-: I l:i: 

HI TBCH EiHOTESSIONS 

Alin; Gua hunter Service Dcpmic’iicuc 
5B1 D-roadway, New Vi.rk f NX ]0QI2 


mplain ji cr refund year 


[| -i'll ir technician dririrnines Ihac ISk Oune Pal la defined*£-. we will 
|iurvli-TK- pci'^c al uur option. 

WARRANTY LIMITATIONS 

Any ipplic-sb-k- imp ltd ^isYDniirx, inulwlfrig wnuanlLH of meiehuilubiliLy and r'lbiwiPs fix- ■. 
fniriicuhr pu^we, arc- hereby lioitiod to ninth daw fimri iItf dm* e?| pUruliasc and arc subject <o- 
ll-r condition re* forth lieretii. Li rui cve-m ihxlj I.Ji Tech Esptr«Hnrw be liable far consequential 
nr b11uilie=11 3 sI r| ; ,rc"U |lin-.j? from die breach. nf lay expic.iS. in -implied -,v.n-r:iiil iri. 





